Partners 


"I'm  going  to  miss  all  this...  Running  around,  having  a  hostage.  It's  been  fun." 
-  The  Wrong  Mans 

Players:  2 

Players  are  partners  on  a  mission  -  whether  it's  stealing  a  diamond,  catching  a  crook  or 
saving  a  hostage. 

Players  take  turns.  First  they  say  what  their  character  is  going  to  try  to  do,  then  roll  2  d6. 
Using  the  table  below,  the  other  player  describes  what  happens  as  a  result  and  then  takes 
their  turn  -  deciding  what  their  character  does  in  response. 
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Players  are  encouraged  to  keep  the  initial  setup  simple,  up  the  ante  regularly  and  add  in  new 
elements  during  play  -  particularly  when  things  go  horribly  wrong  or  terribly  right. 


